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Digital Production Example Library (DPEL)

#ASWF

Brief Description:
Alibrary of digital assets - 3D scenes, digital cinema footage, etc. - that demonstrate the scale and

complexity of modern feature film production, including computer graphics, visual effects and animation. Key Links:
Curated by the Academy Software Foundation, these assets are available free of charge to researchers Website:
and developers of both open source and commercial projects, to test, demonstrate, and inspire their .
. https.//dpel.aswt.io/
ideas.
Github:
TSC Chairperson: https.//qithub.com/DigitalProductionExampleLibrary
Matthew Low, DreamWorks Animation, matthew.low@dreamworks.com Artwork:

https://artwork.aswf.io/projects/dpel/

TSC Members and Affiliations:
< Christian Lépez Barron - Netflix Animation Studios Mailing lists:
*  Eric Enderton - NVIDIA . assets-discussion@lists.aswf.io
*  Haley Kannall - Amazon Web Services
+ Joan Panis - Autodesk

o assets-submissions@lists.aswf.io
e #assets Channel in ASWF Slack

*  Michael Johnson - Apple
. Nick Porcino - Pixar
- Satish Goda - Netflix Animation Studios

OpenSSF Best Practice Badge URL:

Contributed by: https://www.bestpractices.dev/en/projects/8737/passing
ASWEF as originator, with major contributions from:
Adobe, ASC, AWS, DWA, Intel, NAS, NVIDIA

Digita| Production Example Library



https://dpel.aswf.io/
https://github.com/DigitalProductionExampleLibrary
https://artwork.aswf.io/projects/dpel/
mailto:assets-discussion@lists.aswf.io
mailto:assets-submissions@lists.aswf.io
https://www.bestpractices.dev/en/projects/8737/passing
mailto:matthew.low@dreamworks.com

DPEL Assets
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ASWF Digital Assets License v1.1

solely for education, training, research, software and hardware development,
performance benchmarking

software and hardware product demonstrations,

https://aswf.io/licenses/aswf digital assets license v1.1.txt



https://aswf.io/licenses/aswf_digital_assets_license_v1.1.txt
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ALab — Gaussian Splats oo

e Gaussian Splat variant of ALab asset

e Developed by Netflix Animation Studios

e Contains original PLY and derived USD

e Coordinated with development of new UsdVol
ParticleField Schema domain and renderer from
AOUSD and Apple

e Also provides source SDR/HDR renders and
COLMAP data
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"~ ASC StEM v3

Reference material for Virtual
Production / ICVFX
From ASC MITC Joint Committee on

Virtual Production
Mix of 2D & 3D assets and short film

Contributions from numerous studios A\ , ‘ T

LI
§—

Shot at Amazon Studios Los Angeles

e A
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MaterialX Teapot and Lion oo

e Reference production MaterialX assets

e Contributed by NVIDIA

e Demonstrates modular multi-layer networks with
blended inter-layer effects using standalone
BSDFs

e Oiriginally authored to showcase neural materials

e Released yesterday!
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Contributions
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% Digital Production Example Library (DPEL) £ Sep 15, 2025 — Sep 15, 2026

% Digital Production Example Library (DPEL) £ Sep 15, 2025 — Sep 15, 2026 % Digital Production Example Library (DPEL) £ Sep 15, 2025 — Sep 15, 21 % Digital Production Example Library (DPEL) {5 Sep 15, 2025 — Sep 15, 2026
Contributors leaderboard ] o
@ All activities and collaborations Active contributors Active organizations Commit Activities

ontributor Tota

butions ® 82.5% (-94) & Maintainel ® Revi ©® 89.2% (-58) ® 17.8% (-24)
20 e 0 3 7 s T S eessepeee

@ Matthew Low 208 - 50%
Akhil Mittal 84 - 20% quarterly active contributors quarterly active organizations monthly new commits
akhil-mitt 54 -13%
@ Christian Barrén 14 -3%
% Arnon Marcus 12-3% 5
@ chrizzftd 7-2% 12
Prathik Karanth 6-1% = 10
. Andrea Machizaud 5-1% ) 2 " I
akhil-mitt 4-1% . = . | , . s i . ‘ - - I I B '
t:, Darin Grant 3-1% o oo o o v MNERER EHEteD 12024 Q2 202¢ 2026 Sep, 2025 e, 2 Mar, 202 un, 2026

CILFX Insights CILFX Insights CILFX Insights CILFX Insights
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DPEL Asset Downloads (2025)
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DPEL Asset Downloads (2026)
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Period

Downloads

2024-08-26-t0-2024-00-02
2024-00-09-t0-2024-00-16
2024-00-23-t0-2024-00-30
2024-10-07-t0-2024-10-14
2024-10-21-t0-2024-10-28
2024-11-04-10-2024-11-11
2024-11-18-t0-2024-11-25
2024-12-02-t0-2024-12-09
2024-12-16-t0-2024-12-23
2024-12-20-t0-2025-01-06
2025-01-13-t0-2025-01-20
2025-01-27-t0-2025-02-02
2025-02-10-t0-2025-02-17
2025-02-24-t0-2025-02-20
2025-03-20-t0-2025-03-24
2025-03-21-t0-2025-04-07
2025-04-14-t0-2025-04-21
2025-04-28-t0-2025-05-05
2025-05-12-t0-2025-05-19
2025-05-26-t0-2025-06-02
2025-03-09-t0-2025-06-16
2025-08-23-t0-2025-06-30
2025-07-07-t0-2025-07-14
2025-07-21-t0-2025-07-28
2025-08-04-t0-2025-08-11
2025-08-18-t0-2025-08-25
2025-00-01-t0-2025-00-08
2025-09-15-t0-2025-00-22
2025-09-20-t0-2025-10-06
2025-10-13-t0-2025-10-20
2025-10-27-t0-2025-11-03
2025-11-10-t0-2025-11-17
2025-11-24-t0-2025-12-01
2025-12-08-t0-2025-12-15
2025-12-22-t0-2025-12-20
2026-01-05-t0-2026-01-12
2026-01-19-t0-2026-01-26
2026-02-02-t0-2026-02-00
2026-02-16-t0-2026-02-23
2026-03-02-t0-2026-03-09
2026-03-16-t0-2026-03-23
2026-03-20-t0-2026-04-06
2026-04-13-t0-2026-04-20
2026-04-27-t0-2026-05-04
2028-05-11-t0-2026-05-18
2026-05-25-t0-2026-06-01
2026-08-08-t0-2026-06-15
2026-05-22-t0-2026-06-20
2026-07-08-t0-2026-07-12
2026-07-20-t0-2026-07-27
2026-08-03-t0-2026-08-10
2026-08-17-t0-2026-08-24
2026-08-21-t0-2026-00-07

|

|

|

!
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m picchu = solemates

250 500 750 1000

asc-stem3 = 4004-moore-lane = alab-trailer = asc-stem2 = aws-spanner-asset-airship = aws-spanner-char-noa
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~Spotlight: DPEL in the Wild

PBR: Novel Features and Implementation Details

JAMIE PORTSMOUTH, Autodesk
PETER KUTZ, Adobe

STEPHEN HILL, Lucasfilm MaterialX

A reference guide for working with the MaterialX format in the Interchange Framework

& Developer / Documentation / Unreal Engine v / Unreal Engine 5.8 Documentation / Working with Content / MaterialX

Outlook
U VP ————— ~ Full OpenPBR v1.1.1 support paned for BT

« Adding support for upcoming OpenPBR versions

Vv Collaborating with the community to unify OpenPBR D
appearance

‘ LN I

Vv Continuing MaterialX GSoC project

openPBR + Materialx I i f Y/, Working towards an initial experimental feature integration
in Blender B/

= .1 2 , USD Render Benchmark: Yard 2024 / GL vs ASWF CY2027 / Storm
. = ~m

VES
Sebastian Herholz and Owen O’Malley E

Houdini 22 | Ove

T —

,eocache Compression

i seis 20 usetime seies compression. £, Guera et l 2025

We need a
But that's far, far too much work

& openchessset

ooy

Octane Uni
5.4K sub

2026 is Here!

iverse B}
" Subscribe

A Share

[
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7 blender / blender

69 11 Pull Requests 20k

Cycles : Improve initial loading of tiled texture descriptors #

FEVISRURIY MEIGEl cht Van Lommel merged 3 commits from bobrfly/slerder: inpra nage. tiled_optinisation @ in
@ Conversation &

@) i commented moivsago - e -
"

et el e e e e e e e e
P e s A o A e 8 Yo B e o o e i
I e e e e e e e e e e
R e

<op

This change resizes and fillsin the tile descriptors in a serial memset and loop afterwards. Addifionally, a minimun tile size of 6464 is now
used in Cyclesitsel, loading 4 32¢32 tiles at once to reduce overhead and cache misses

1 don't have precise measurements on-hand, but in Gaffer with [ the time-to-first-pixel (TTFP) measured around 10 minutes (with

25 minutes of t being loading the USD stage from SSD and standard Cycles translation of try on e threads
wdas_cloud volume) so ab inutes was used up on the tile descriptor vector. After this change i’ fairly negligible now, ~5 se

50 and mostly from metadata gathering which wasn'ttouched.

On a much larger production scene that | can't share it was araund 38 minutes TTFP off a samba network share sa not SSD, now it s just
around 4 minutes (including the scene translation, so ~34 minutes eliminated).

Edit: Hardware specs, Threadripper 5345WX (12C/24T), Windows 10, 128gb RAM, Geforce RTX 3080 10gb

Backport to 5.2

3 (#3

@ MaterialX Playground

aterialX community

mk020_0060 -
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VFEX Industry Build Matrix Updates
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VFX industry build matrix

Last update Active VFX

(name/date) Platform Years glibc gce clang MSVS C++ standard CMake Python Python bindings
Open source packages

2017,2019

Alembic 6.3+ 7+ (maybe 2022) 11, 14,17 3.13+ 27,3739 boost python 1.55+
AliceVision
Cortex
Embree
Gaffer 2022 247 9.3.1 - - 17 - 27,37 boost python

Jonathan Stone /
MaterialX 2025-09-16 - - 8-14 2017 - 2022 17 3.26+ 3.9+ pybind11
Meshroom

Larry Gritz / 2026- 2017, 2019,
Open Shading Language (1.14) 01-16 2022+ 9-14 2022 17 3.19+ 3.9-3.13 pybind11 2.7-current
OpenAssetlO 2022 - - - 17 3.21 3.9+ pybind11 2.81+ (priva
OpenColorlO 2019+ 6.3.1+ 2019, 2022 11, 14,17 3.13+ 27,37+ pybind11 2.9.2+
OpenCue

maybe earlier)

OpenEXR & Imath (3.2) 6-12 3.12+ 27,37,39 boost python
(or maybe earlier)- 2017, 2019,
OpenFX 9-14 rrent 2022 3.18+ 3,9+ -
10(or maybe earlier)-

OpenimagelO (3.1) current 3.18+ 3.9-3.13 pybind11 2.7-current
OpenPype 3.7,3.9
Open RV 14.0.3 3.31.7 3.11.9 3.11.0
OpenSubdiv
OpenTimelinelO 3.4+, Apple Clang 1 3.18.2+ 3.7-3.10 pybind11 current
OpenVDB (10.0) 10-14 3.18+ 27,3.7+ boost python
Partio
Ptex 33-14 2017+ 98 - 17+ 3.8+

Anton

Dukhovnikov /
RawtoACES 2025-09-17 2022-2024 11+ 2017+ 17 3.12+ - -

&Qplanation Current - 2026 | 2025 Archive 2024-Q3 Archive 2023-Q3 Archive 2022-Q4 Archive
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Project Engineering Contributions

EI ASWF Project Engineering Contribution Matrix B ¥ & &

File Edit View Insert Format Data Tools Gemini Extensions Help
Q Menus © 2 & § 100% v $ % 0 09 123 Arial - —[10]+ B I 5 A &% H 52v=vi-vpRl~A-
4:4 v  fx DPEL
A B c D F
Which organizations do you believe Y What % of the project’s Y What % of the project’s i
have at least one person spending at tactical needs/goals are strategic needs/goals
1 least 20% of their work time contributing currently being met? are currently being met?
directly to the project? (See attached (See attached note for a (See attached note for a Last updated:
Project note for a full explanation.) full explanation.) full explanation.) date + person
2 |ACES Academy 3% 3% Scott Dyer 2026-07-08
3 |Dailies Notes Assistant (DNA) ILM, Sony Imageworks 75% 75% Tommy Burnette 2025-09-08
-‘ DreamWorks Animation, ASC, Netflix
DPEL Animation, NVIDIA 60% 60% Matthew Low 2026-09-14
5 MaterialX Lucasfilm, Apple, Autodesk, NVIDIA 80% 70% Jonathan Stone 2025-09-01
6  MoonRay DreamWorks Animation 50% 60% Jon Lanz 2026-06-16
Sony Pictures Imageworks, Intel, Netflix 1
Open Shading Language (OSL) Animation, NVIDIA 60% 40% Larry Gritz 2025-09-01
8  OpenAPV
9 | OpenAssetlO
10 OpenColorlO Autodesk, DNEG, Skydance Animation 50% 50% Carol Payne - 2026-05-27
11 OpenCue Sony Pictures Imageworks 90% 60% Diego Tavares - 2025-09-02
12 |OpenEXR (+ Imath) ILM, Weta 75% 75% Cary Phillips 2025-09-03
13 OpenFX 50% 50% Gary Oberbrunner 2024-06-13
14 OpenlmagelO Sony Pictures Imageworks 70%‘ 50%‘ Larry Gritz 2025-09-01
15 OpenQMC 80% 80% Josh Bainbridge 2026-08-05
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Cl/Security / Marketing Updates rouoATon

TITHELINUX FOUNDATION

/" ACADEMY
AS\/\/FSOFTWARE ABOUT - COMMUNITY - PROJECTS - NEWS&EVENTS - MEMBERS JON X in @ O @ # ® Q

CITHELINUX FOUN

/
AS\/\/ SOFTWARE ABOUT v COMMUNITY « PROJECTS v NEWS &EVENTS v+ MEMBERS JOIN XinD (W= Q
FOUNDATION

FOUNDATION

Virtual Town Halls for ASWF projects are happening Sept. 15 - 24, 2026! View the schedule and sign-up to attend >> Virtual Town Halls for ASWF projects are happening Sept. 15 - 24, 2026! View the schedule and sign-up o attend >>

DPEL Adds Sole Mates HDR Production Example Asset from

Netflix Animation Studios American Society of Cinematographers (ASC) Contributes

StEM3-VP Project to the Academy Software Foundation
(ASWF) Digital Production Example Library (DPEL)

By Academy Software Foundation July 19, 2026

By Academy Software Foundation December 10, 2025

New StEM3-VP digital assets help cinematographers stress-test and evaluate LED volumes for virtual production




I/ ML Code Generation Use / Reporting

Preview

foundation

Code

Blame

Q2: The Licenses mention “training” in their lists of permitted uses. Does this refer to “training” an Al model?

A2: No. When the Licenses were developed, discussed and published by the ASWF community in 2021 and 2022, the word “training” was
discussed in the context of human-based training. This is reflected in the fact that “training” appears immediately following “education.”

“Training” here was intended to permit use of assets distributed under these licenses, for example, to enable individual persons (even those
employed by other companies) to experiment and work with the assets in connection with training and learning how to use software tools to
manipulate those asset files.

This reflects the intent of the Licenses’ drafters. Training an Al model was not in scope for what the ASWF community had intended when
drafting the Licenses.

Q3: So if | use assets provided under one of the Licenses to train an Al model, does that mean that | would be violating the license?
A3: Not necessarily. The answer here is likely going to depend on the specifics of your use case.

As described in A2 above, the ASWF community’s drafters of the Licenses did not intend that the word “training” was referring to Al model
training. However, other parts of the license permission grant might independently permit training an Al model in some contexts.

For example, the Licenses also permit using the assets for “research, software and hardware development, [or] performance benchmarking” (in
each case, subject to complying with the obligations in clauses 1 through 4). Training certain types of Al models might be permissible in these
contexts. Potential examples could include training an Al model on the licensed assets for purposes such as:

o where the model's outputs are used solely as part of testing or benchmarking one’s own software tools; or

* where the model's outputs are entirely different in kind and nature from the original assets (e.g., generating outputs which have no
reasonable possibility of re-creating the original assets or a meaningful substitute for them).

By contrast, using the assets to train an Al model is less likely to be permissible, if it generates outputs which are essentially functional
equivalents of the inputs, or which essentially preserve and reproduce the assets’ underlying creative intent. For instance, if an Al model trained
on assets received under the Licenses is capable of generating copies of or equivalent replacements for those assets, then it may be more likely
to stretch beyond the intended scope of the Licenses’ permission grants.

Please be aware that, as of late 2025, several Al-related court cases are in process in various jurisdictions. Some of these may address whether a
recipient of certain materials needs explicit permission to use them to train an Al model. This FAQ is not trying to answer that question. We're
only addressing our view of what the ASWF Digital Asset licenses themselves are intended to permit.

Finally, please keep in mind that we are unable to provide you with legal advice for your particular situation. If you are wondering whether your
use case is on-sides or more likely to go beyond the Licenses’ scope, please consult your own legal counsel. The comments above are intended
to reflect the general intent of certain members of the ASWF community, but this does not mean that every licensor using one of the Licenses
will share these perspectives.
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Production data for live action short film, VILLAIN
Written and directed by Sparky Tehnsuko

Video and audio masters, Avid Media files, sound
edits, titles, credits, score, VFX elements, preprod
data, grade turnovers, various deliverables
Interest from Alliance for Open Media (AV2 video

encoding), academic institutions (compression

o

perception), VFX houses (sample production data),

OpenTimelinelO (live-action editorial data)

VILLAIN CREW FILES!

POST PRODUCTION

Edit

*SHOT APPROVALS.pat™

Sound 2nd Score

arious we
WA 3ad s
Workin pr

VILLAIN SOUND EDIT

WA expos
Rushes Drwve Coaied fol
Various A%
*220110 \

VILLAIN_ Diroctors Aszembly ST Coofo
VILLAIN O szombly ST_FULL.

‘Adobe After Efocts Auto Sve

Auto saved project filcs

CFP ident % Project fles for Cowboy Funfair Produc

End Crodits Project files for Vilain end crodits

Main Title Projoct filos for Villain title zequence
CAVE Imsge and Video file for review of mo

Wik Oct Blocking Review.

Notes and Images from in progress rov

Various pull arder documents
“VILLAIN DC V1.0.0 Biue Scroen Revic

VILLAUN OC 0_VFX TURNGVER
T “VILLAIN OC V1.0.0 PULL ORDER.mox
“VILLAIN DC V1.0.0 VFX REFS.mow”
VILLUN Dragon design JPG cxamples of (ful colour and textur
Varkous In progress notes, documents, Images and videos describing and test
“MIDAS dragonvix._test mov”
*VILLAIN Directars Assembly ST V1 VFX Shots Ref Only.mov”
A Design and for Production D
Costume Design and d photos for Costume:
E PermCT Hair & Makcup Design and d photos for Halr & Makeup
Heakh & Safeey Risk
Locatio from scouting for shace
Production Office Generic planning 30d paperwork including seript and shot Iis

viLLaN
PRODUCTION FILES

01 camera_mast

3 cam ARRIRAW

02 sudio_masters

TRAW camera video fles [in MXE formss

E——

sranscoded_maters)

Roduced flesiae video fles for DT

and playback an set

202021010
D4 reports PDF repons of fike szes, lengths etc.
05 cdis NJA OIT files.
VILLAIN =T
.. -~ — =
Various N/A folders of unused sound fil
inscoded _materal Reduced filesize video files for DT and playback on sef
Of repor | PoFspors ol e gt | .
220111 VILLAN PICTURE LOCK 220111 VILLAIN PICTURE LOCK.aaf
Original Sound Rushes Drive i Copiod folk
VILLAIN_ SOUND TO Sound AE 1220110 VILLAIN compiete 338"
*220110 VILLAIN 36"
e
— e
o —————

Resources

VILAN _SHR Various files used for visual rederence t
VILLAIN Cae Eloment o footage cles of mount
VILLAW O Lizerally videos of me acting out facs &

VILLAIN Hut Fire Add

arious N/A DIT files

EXR fics uzd n ate addioon VEX shot

VILLAIN OC V10.0
GRADE TURNOVER

BTSand Sulls __{Bchind the
Project fles and Images usod for Aim poster design
SCREENSHOTS {5t frames af voured Iimages from the finished fim
TRALER MOV fiies 3nd FCP project ics for the film's promationsl trailer
AAFlinkto  'VILLAIN OC V1.0.0 Grade Conform AAFaat™

DNX2E 1920 x 1080
QT with sound

“VILLAIN_OC V1.0.0_Grade.mov*

Titie MXF's

“VILLAINVD! 100100F0,581910.muf

“VILLAINVD2 20025

1591910 mat”

mat
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Future: Open Test Patterns oo

e Library for 2D test pattern generation

e Contributed by JD Vandenberg

e Portable dynamic extensible generation of
standard reference images

e Outputs in any image format (OllO) and color
space (OCIO)

e Many possible front-ends, including hosted site,

PyPI, static packaged outputs, etc

e Consensus high-value project, considering best

home



uture: MaterialX Stirling

e High fidelity production asset from Pixar One More Thing!!!

e \Validation for arbitrary MaterialX BSDF networks
in Renderman XPU

e Derived from Finn asset from Cars franchise

e But what about that license? ...




License
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ASWF Digital Assets License v1.1

solely
for education, training, research, software
and hardware development, performance
benchmarking

software and hardware
product demonstrations,

#ASWF

License for Moana Island Scene

may only be used
for research or software development (including

benchmarking) purposes.



License
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ASWF Digital Assets License v1.1

solely
for education, training, research, software
and hardware development, performance
benchmarking

software and hardware
product demonstrations,

END USER LICENSE AGREEMENT FOR RENDERMAN MODELS

solely for non-commercial purposes.

may not use in any manner that is intended for or
directed toward the production of products, commercial advantage or monetary

compensation, in the production of or in
connection with feature films,

in the production of or in
connection with physical or virtual goods,

may not transfer,
or distribute

may not, use

in any obscene, offensive, distasteful, or disparaging manner, or (ii) in any
unauthorized manner.
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Areas the project could use help on

#ASWF

Soliciting assets or asset ideas

New contributors
- Participating organizations

- USD web development
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Feedback on working with ASWF ool

#ASWF

* Numerous collaboration opportunities

+ MaterialX, OpenPBR, USD-WG, OpenTimelinelO
- Adobe, Apple, Autodesk, AWS, DWA, Intel, NAS, NVIDIA, Pixar
+ ASC, AOUSD, AOMedia

* LF Infrastructure and Marketing



TAC Open Discussion
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